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ABSTRACT 



A video game apparatus includes simulated cylindrical 
housings that are filled with simulated numbered balls 
that are apparently mixed by a simulated upflowing 
stream of air through the cylinders. After the passage of 
a predetermined amount of time, the mixing stops and a 
simulated ball having a simulated number appears in a 
simulated ball trapping member above each cylinder to 
create the impression that the trapped simulated balls 
escaped their associated cylinders by riding the simu- 
lated upflowing airstream. Mechanical buttons are 
pressed by a player to select a player's random number, 
and a random number generator in the game apparatus 
picks a random number and determines the respective 
numbers of the balls trapped in the simulated ball trap- 
ping members. A monetary award is mechanically dis- 
pensed by the apparatus if the random number selected 
by the player matches the random number generated by 
the random number generator. 

10 Claims, 8 Drawing Sheets 
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viewer is treated to a video version of the well-known 

VIDEO LOTTERY GAMING DEVICE mechanical machine. 

Mechanical buttons are provided so that a player may 

BACKGROUND OF THE INVENTION mechanically select the numbers he or she desires to 

1 Field of the invention 5 pkyin 811 attempt to win a jackpot. Mechanical coin or 

This invention relates, generally, to lottery games. ^-accepting devices are also provided. A game is 

More particularly, it relates to an electronic gaming s ! arted ^ ^com; the player then punches in 

device that simulates a mechanical lottery gaming de- * he numb 5 of hl ? 01 he ! cho ' c f ' p ? hes a Start 
yjgg button. The numbers selected by the player are elec- 

2. Description of the prior art 10 tronicaI1 y displayed at a convenient location on the 

Many state-sponsored lottery games employ a me- device. Pushing the "Start" ^button starts the sound and 

chanical device that selects numbers randomly by mix- ^eo effects, and disables the player's ability to change 

ing numbered balls in an upwardly flowing airstream in he , P layer S sd f* ed f and ° m T Afte t r , a preS f 

a cylindrical chamber and selecting, as the winning „ ^^«^^^^f^^f'W^(<^p^r 

numbers, the numbers on the balls that escape the cham 15 f^TTfJ ^ • * 8PP chamber appars to 

ber. Typically, the balls are ping pong balls, and they * f h ? ed K by T * ^"Tk T 1 ,l° P 

are selected when they become lodged m a narrow neck ° f ltS ^er -nd the other apparent balls m the other 

at the top of the chamber when they try to escape the ^'""^l ^1 m 

_v,„„,w k,. • t . , ~ J • • » H just as m the mechanical version of the game. As the 

chamber by riding the upwardly flowing airstream. „ aoDarent b , n . , re annarentlv e e i ecte d the rdaver reads 
The airstream does a good job of mechanically mix- 20 jwarent balls are apparently selected, the player reads 

; u „i,„ . j r 4.1. i. ti • ■ j the numbers on the selected balls to determine whether 

ing the balls, and the sounds of the balls mixing and ... . . , , . j , rr4 . u 

c ° „ . . . ixi. or not tne y match the player-selected numbers. If they 

finally popping into the narrow neck as they try to d jackpot js ^ £ £ conventiona] manner . ^ 

escape from the chamber are pleasant sounds which machme £ ^ the numbers of the selected 
draw the attention of the viewer. Most importantly, 25 ^ m / d f , means adjacent the di ^ 

everyone playing the pabular lottery game that uses ^ containing the player-selected numbers, 
the air-mixed balls is satisfied that the results of the It should thc * {oTe y he understood that the primary 
game are truly random in nature. object of the n{ mveiltion is t0 ide ±e world >- 

The machines are generally used by state govern- first j machme that ^ m audio ^ ^ 
ments and the games played with the machines are 30 simulation of tne ^.^o^ ping-pong ball blowing 
usually televised. Thus, few people actually use such marlrinp 

machines. Gambling establishments rarely use such Another object is to provide a machine that combines 
machines because they are too noisy for the typical mechanica l and electronic features so that the player 
establishment, too mechanically complicated, and thus has the feel of dealin ^ a mec hanical machine, 
too expensive to purchase and maintain. 35 -These ^ other important objects, features and ad- 

Thus, there is a need for a quieter, less mechanically vantages of the invention will become apparent as this 
complicated, and less expensive version of the machine. description proceeds. 

However, when the art was considered as a whole at The invention accordingly comprises the features of 
the time the present invention was made, it was not construction, combination of elements and arrangement 
obvious to those of ordinary skill m the art that the 40 of parts that will be exemplified in the construction 
provision of such a device was desirable and therefore it hereinafter set forth, and the scope of the invention will 
could not have been obvious as to how such a desirable be indicated in the claims, 
objective could be achieved. 

BRIEF DESCRIPTION OF THE DRAWINGS 
SUMMARY OF THE INVENTION „ 

45 For a fuller understanding of the nature and objects 

The insight behind the present invention is the real- G f the invention, reference should be made to the fol- 
ization that the mechanical mixing of the balls in an lowing detailed description, taken in connection with 
airstream in a cylindrical transparent chamber and their the accompanying drawings, in which: 
successive selections in a narrow neck could be simu- FIG. 1 is a front elevational view of an exemplary 
lated by a computer means and displayed on a video 50 embodiment of the novel device; 
screen. Thus, the need for an expensive machine having FIG. 2 is a side elevational view thereof; 
a noisy air compressor is obviated, as is the need to FIG. 3 is a high level flow chart providing an over- 
maintain such a machine. view of the novel method for generating the audio and 

The novel device includes novel software that gener- video simulations of this invention; 
ates and displays on a video screen a plurality of cham- 55 FIG. 4 is a flow chart explaining how the credit entry 
bers or housings having a transparent, cylindrical ap- and number pick steps of the novel method are per- 
pearance. Each of the chambers appears to have table formed; 

tennis balls therein, and the balls appear to be num- FIG. 5 is a flow chart depicting the novel play se- 
bered. When the device is activated, the software gener- quence; 

ates audible sounds of compressed air blowing into each 60 FIG. 6 is a flow chart depicting the evaluation and 
of the cylinders, balls mixing and bouncing off one payoff steps; 

another and off the inner sidewalk of the chambers, and FIG. 7 is a flow chart depicting statistical and house- 
the sucking sound of the balls popping into narrow keeping steps; 

necks as they apparently attempt to escape from the FIG. 8 is a flow chart explaining the steps of a first 
respective chambers. A video display of the balls turn- 65 method of generating a random tumble of the comput- 
bling within their respective housings and escaping er-generated balls; and 

therefrom into the narrow necks at the top of each FIG. 9 is a flow chart explaining the steps of a second 
housing is timed to match the audio sounds so that the method of generating a random tumble. 
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DETAILED DESCRIPTION OF THE fTt^r *" re " mixms ' 88 wiU be more fulIy 864 

PREFERRED EMBODIMENT forth hereinafter 

Said intermediate part of the novel game apparatus 

Referring now to FIGS. 1 and 2, it will there be seen includes a plurality of apparent, i.e., simulated transpar- 

that an illustrative embodiment of the novel apparatus is 5 ent cylinders, collectively denoted 42; there are four in 

denoted as a whole by the reference numeral 10. The number in the preferred embodiment but any number of 

apparatus includes a hollow main body 12 of parallel- apparent cylinders are within the scope of this inven- 

epiped construction. More particularly, it has a top wall tion. A first simulated or apparent funnel 44 surmounts 

14, upstanding side walls 16, 18, front wall 20, rear wall each apparent cylinder, and a second apparent funnel 46 
22, and bottom wall 24. A double light 26, 27 surmounts 1° ' s spaced thereabove in vertically flipped relation 

top wall 14; light 26 may be activated by a player to thereto. This arrangement of apparent funnels creates 

summon a floorwalker for change, information, or the an apparent physical space therebetween within which 

like. Light 27 flashes when a player has won a game; a apparent balls 48 are trapped when the machine oper- 

siren or other noise-maker may also be activated when ates ; m the claims that follow, the simulated funnels are 

a game has been won. Moreover, both lights 26 and 27 15 referred to as simulated ball trapping members, 
may flash when a game has been won. Each cylinder 42 includes a plurality of software- 

A keyboard 28 extends outwardly and downwardly generated balls numbered 0-9 as shown and a single ball 

relative to front wall 20 as best understood in connec- 49 having the term "Slotto" apparently imprinted 

tion with FIG. 2, and a coin tray 30 into which a play- thereon. The "Slotto" ball is a "wild" ball that matches 
er's winnings are deposited is positioned therebelow. 20 computer-generated random number. Thus, if a 

Line 32 indicates the line of demarcation between the P la y er courtly selects three numbers in the order se- 
electronic parts of the novel apparatus 10 and the me- lected b * * e mac hme's random number generator, the 
chanical parts. Essentially everything above demarca- appearance of a simulated Slotto ball in a ball trapping 
tion line 32 (with the exception of the housing and dou- member ™ *e fourth apparent cylinder wins the game 
ble light 26, 27) is computer generated, and everything 25 f ° r , the pbyer. As a further example, the appearance of 
below said line is mechanical to give the player a feel of f four S ° tt0 bal,s ,n the re ?P ect,ve hM trapping mem- 
playing with a mechanical device. bel ? would 108,111 m a P a y° ff re Sardless of the number 

Three rows of mechanical buttons are provided on ^Jf 1 * e P'f.^ , • 
keyboard 28. The buttons in the first or uppermost row „ ^ shown ,n FIG. 1 depicts the end of 

are collectively denoted 34, the buttons m the second 30 l^SZt P T ^ "? TZT* T 

row are collectively denoted 36, and the buttons of the ^f^u " T* s % £ ^ SOftW3re ; 

third row are collectively denoted 37. Buttons 34 are Sf£ I h l~ E T^STS ^ 

numbered 0-9 as depicted. Buttons 36 include a "Pick J^b"**? ^ 

"S^"hY " R n^ ay " ^f^' h " C1 "^r" bUttOI V ^ 35 To P la V the a player deposits a coin in coin slot 

R^Stn ^ T ^ S^f 3 M^™ 0 ^ 50 at the mechanical end of the device; a bill-accepting 

Bet button, a Casi .Out" button, and a "Change" means and a credit card-accepting meansarealso within 

button. Pressing the Change" button activates light 26 the of this mvention . Xtight 52 then comes on to 

to summon a floorwalker so that the player can get mdicate ^ Ae apparatus has been activated , and the 

change for bills if needed without leaving the machine. w aaamt of the player , s credit is dis , d on screen 54 

The upper part of the housing includes two display near the t of the device For e , the amount of 

means; the first means 38 displays the winning numbers $100 ^ be displayed on screen 54 if a player mserts 

as generated by a random number generating means four quarte rs in coin slot 50. If each game costs a quar- 

within the machine and the second means 40 displays ter> ^ software ^ deduct that from ^ dis . 
the numbers selected by the player or by the machine if 45 play screen after ^ game ^ dis lay the remaining 

the player instructs the machine to pick a random num- credit at display 54 

ber in the manner hereinafter set forth. If the two dis- In lieu of ^positing coins, the player may press the 
plays match, a payout is made into coin box 30. For "Maximum Credit Bet" button in row 37, and the man- 
large winnings, a redeemable coupon is dispensed into agement established maximum credit will appear on 
said coin box. 50 screen 54. 

Odds chart 39 displays management information such After the player has deposited money into the ma- 

as the size of the respective payoffs if the player's num- c hin e , or pressed the "Maximum Credit Bet" button as 

bers match one, two, three, or all four of the machine's aforesaid, he or she has the option of selecting his or her 

numbers. own num bers by punching the mechanical buttons in 

The intermediate part of the housing is a video screen 55 row 34 or of requiring the machine to pick a random 

generated by the novel software; it may run in a demon- number by depressing the "Pick #" button in row 36. If 

stration mode to attract players at all times the establish- that option is selected, the novel software randomly 

ment is open for business, or it may remain frozen in the picks a number and displays it on row 40 at the top of 

last frame of the previous game if desired. As will be- the machine. If the player decides to select the numbers, 

come more clear hereinafter, the machine may also 60 the selected number is displayed in said row 40. The 

remain in an idle mode after each game, accompanied player then presses the "Start" button, and the software 

by the sound of upwardly flowing air maintaining the then generates the sound of an air compressor slowing 

numbered balls that have been captured above their down to allow the balls in the ball trapping members 44, 

respective cylinders in their respective FIG. 1 positions. 46, from the previous game, to apparently fall back into 

Thus, when a new game commences, the sound of the 65 their respective cylinders. The sound of the air com- 

upwardly flowing air is diminished for a moment to pressor is then increased to begin the tumbling motion 

apparently allow the apparent (computer-generated) that mixes the balls. The software generates sounds for 

balls to apparently drop back into their respective ap- a predetermined amount of time that mimic the sounds 
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of ping-pong balls bouncing off one another and off the vided and since the mechanical version of the machine 

sidewalk of their respective cylinders. The apparent has been seen by few people, they are especially at- 

numbers on the balls as they mix remain facing the tracted to the video version thereof because its apparent 

player so the player can see the balls being mixed by the operation is understandable and trustworthy. The novel 

apparent upwardly flowing airstream which can be 5 apparatus thus has considerably more appeal than an 

heard but not seen, just as in the mechanical version of electronic machine that simply generates random num- 

the game. The software could also be employed to bers and makes a payout upon matching numbers se- 

cause the apparent balls to rotate so that the numbers lected by players. 

would be concealed from time to time, but a program FIGS. 3 through 9 disclose the steps required to make 

where the apparent numbers are always displayed as 10 the inventive device perform in the manner herein dis- 

depicted in FIG. 1 is the preferred configuration. After closed. 

the lapse of a predetermined amount of time, a sucking More particularly, FIG. 3 provides an overview of 

sound is generated, followed by a popping sound as an the novel method. The step of recording the amount of 

apparent ball escapes its cylinder and enters the appar- money inserted into the machine by the player and the 

ent space between apparent funnels 44, 46. Preferably, 15 player's number selection is performed at function 

the program causes the apparent ball on the left side of block 60. The program then flows to function block 80 

the video screen to enter said space first. The other where the play sequence is initiated and to function 

apparent balls enter into their respective apparent block 140 which performs the step of generating the 

spaces at predetermined intervals thereafter, just as in random tumble of the apparent balls within their respec- 

the mechanical version of the game. Simultaneously, 20 tive apparent cylinders. Evaluation and pay-off are then 

the selected numbers in display row 38 are displayed so performed as denoted by function block 100, and the 

that the player sees the software-selected numbers in program concludes by flowing to function block 120 

two locations, i.e., on the apparent balls trapped be- where post-play operations such as statistical analysis 

tween funnels 44, 46, and on said row 38. Again, a and other housekeeping chores are performed, 

match results in dispensing of money or coupons into 25 A more detailed look at the functions performed at 

coin box 30 whereas a mismatch results in the end of the function block 60 is provided in FIG. 4. System start-up 

game without a monetary reward. Of course, as in any and initialization functions are performed at function 

gaming device, small awards are made at frequent inter- block 62. The program then flows to function block 63 

vals to encourage continued play but large awards are which performs the function of activating the means for 

rare - 30 accepting coins, bills, or credit cards. As indicated in 

As an extra feature, the software could be written FIG. 3, at the completion of the housekeeping chores at 

such that the tumbling routine brings the balls bearing function block 120, the program returns to function 

the numbers about to be selected towards the top of block 60; as shown in FIG. 4, the specific re-entry after 

their respective apparent cylinders before being carried the post game routines, represented by function block 

into their respective ball trapping members at the end of 35 64, is made upstream of function block 63. Decision 

the game. block 65 then determines the total amount of money 

If a player decides to quit playing before exhausting deposited by the player in cash or by credit card. If no 

the credit balance displayed at 54, the "Cash Out" but- money has been deposited, indicating that no bet has 

ton in row 37 is pressed and all money on credit is re- been made, the program returns to the entry of function 

funded into tray 30. 40 block 63 along No path 66. If a bet has been made, 

Note how the apparent balls trapped between appar- program flow continues to function block 67 which 

ent funnels 44 and 46 are skewed to further provide the enables the keys in rows 34 and 36 so that the player 

illusion that mechanical balls have been trapped in a may select numbers or direct the machine to select 

constriction. Of course, the player realizes the screen is numbers. Decision block 68 deterrnines whether or not 

providing a video display of the well-known mechani- 45 numbers have been selected, and if not, the program 

cal version of the machine, but software details such as flows along No path 69 to the entry of decision block 

skewing the selected balls as depicted adds another 68. The Start button in row 36 is then activated at func- 

touch of realism to the device. tion block 70, and decision block 72 then determines 

A player who likes the number selected by the soft- whether or not said button has been activated. If the 

ware in response to activation of the "Pick #" button, 50 play start button has not been pressed, the program flow 

or who wants to play again using the previous player- follows No path to the entry side of function block 67 so 

selected numbers, may press the "Replay" button in that the player may change the selected numbers. If 

row 36 and thus need not re-enter the numbers again. A decision block 72 determines that the start play button 

person who makes a mistake when entering a personal- has been pressed, the program flow follows a Yes path 

ly-selected number presses the "Clear" button in row 36 55 to Disable Changes function block 74 which performs 

before pressing the "Start" button so that the error can the function expressed by its name, 

be corrected. As each button in row 28 is pressed, the When the ability of the player to change the selected 

selected number appears in row 40, in a left-to-right numbers has been disabled, the program flows to the 

sequence, so that the player may see the display of entry side 79 of function block 82 which performs the 

selected numbers. If a player thinks the correct buttons 60 first function in Play Sequence routine 80 as depicted in 

in row 28 were pressed, but then sees a "wrong" num- FIG. 5. More particularly, the apparent velocity of the 

ber displayed in row 40, the "Clear" button is pressed to apparent upflowing airstream is slowed to a predeter- 

enable re-entering of the desired number. The "Clear" mined low velocity that enables the apparent balls 

button is deactivated when the "Start" button is trapped in their respective ball-trapping means at the 

pressed. 65 conclusion of the previous game to apparently fall back 

Those players familiar with the mechanical versions into their respective apparent cylinders; this apparent 

of the machine, which includes almost all members of slowing of velocity is accompanied by the sound effect 

the public, are attracted to the unique simulation pro- of an air compressor shutting down; all of these func- 
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tions are performed at function block 82. The balls are The preferred technique is disclosed in FIG. 8; it 

then dropped into their respective tubes when the pro- relies upon an algorithm to calculate new ball positions 

gram flows to function block 84, and function block 86 and will thus be referred to as the mathematical method, 

performs the function of increasing the apparent veloc- More specifically, this method applies motion equations 

ity of the air stream until it reaches its normal run value, 5 to the ball images and continually recalculates new ball 

accompanied by the sound of an air compressor starting positions so that they appear to be tumbling in a manner 

up. At function block 87, the program then sets a tube caused by an upwardly flowing airstream acting upon 

counter value equal to one. It next flows to function them. Random tumble routine 140 begins at function 

block 88 where the apparent balls are made to tumble block 142 where a tube counter is set equal to one and 
for a random time period. At the expiration of a random 10 a ball counter is set equal to one. At function block 144, 

time, the program flows to function block 89 where the th e motion equations are employed by applying an air 

step of trapping a ball between the apparent funnels is velocity variable to the current ball and the current 

performed, accompanied by the sound of a ball escaping tube; the program then flows to function block 146 

a cylinder and becoming trapped between the vertically where the next ball position is calculated for the current 

flipped funnels. The program then flows to function 15 baU 2,1(1 ^ current tube, based upon said air velocity 

block 90 where it increments the tube counter value by variable. Function block 148 then increments by one the 

1. Decision block 91 then determines whether or not all baU count . ^ decision block ISO then determines 

four apparent balls have been captured. If not, the pro- whether or not the current ball is the last ball. If it is not, 

gram flows along No path 92 to the entry of function the Program flows along No path to the entry of deci- 

block 88; if all balls have been captured, the program 20 s,on bIook 1U > ,f the current bal1 IS the last ball > the 

flows along Yes path 93 to the entry 99 of the evaluation program flows along Yes path 152 to function block 153 

and payoff routine 100 (FIG 6) where the tube count ls incremented by one. The pro- 

The first step of the evaluation and payoff routine is f^ 1 fiow then "? ov » t0 dec f ion block 154 whe , re ! l is 

to display the numbers randomly selected by the ran- determined whether or not the current tube is the last 

dom number generator, i.e., the numbers appearing on 25 tu * e - If " ? n0 > th< : ! f ro f ™ T ?° ffi * 2* 

the apparent balls trapped between the apparent fun- entry ° f 5 U1Ct,0 ] n blo * k ,4 *j* £ » ■ laSt ^J* 6 ' j£ 

nels; that function is performed at function block 102. ^ ^ Path 156 to decision block 157 

The program then flows to function block 103 where wb ere » is decided whether or not the frame tune has 

„T,.v,w<. j;„_i a * * ,ni » ... expired. If it has not, the program returns along No path 

the numbers displayed at step 102 are compared with , n ,™ t t . , t . , , ,„ , , 6 

„,™w„ j u *t. i r% ■ ■ t.1 i i«j 30 157 to tbe entry of block 156 and the loop continues 

the numbers selected by the player. Decision block 104 ... .. e r ... , 

. • ^ - e „ . , f . IC ... until it is tune for a new frame. When it is time for a new 

determines it a match has occurred. If a match has oc- r ^ n i „ ,i_ . i « 

... „ . v frame, the program flows along Yes path to Display A 

curred, the program flows along Yes path 105 to func- New Screen Action block 159 which performs the 

tion block 106 that performs the function of paying the function its ^ ses . ne time betw F een frames is 

winnings to the player. The program then flows to 35 short to harness the persistence of vision effect to create 

^ ? I Pl ^ y a " d Wm «° Unter ? ainsio" of continuous motion. 

m P ^ Jn-r 11 ? T !? PI uf g A non-mathematical means for generating the simu- 

E? i Vol °™ e °V u ° «; b3 ?T late(1 t^We of b alk is disclosed in FIG. 9 and is de- 

mg block 106 Flow then goes to the entry 119 of sub- noted m Dec ision block 162 first determines if it is 

routine 120 where statistical analysis and other house- 40 time for a new frame . If it is not> No ath 163 retums the 

keeping chores are performed. program tQ the ■ ofdecision block 162 . If it is time 

The first three major functions of program 120 are to for a new framer tne program flows over Yes path 165 

update the current running totals, to calculate the cur- to f^cti™ block 166. A new image is then generated by 

rent percentage payout, and to assemble information for either generating the next position for all of the balls in 

statutonly-mandated or management-desired data, said 45 m of the tubes employing motion equations as in the 

functions bemg performed at function blocks 122, 123, meth od of FIG. 8, or by the expedient of getting the 

and 124, respectively. After those three functions have next ball positions from memory. The program then 

been performed, the program flows to decision block flows to Display Next Frame function block 167 which 

126 where a determination is made as to whether or not performs that function, and the above process is re- 

a percentage adjustment is required, based upon man- 50 pea ted as indicated by program flow path 168. 

agement-supplied guidelines. If the answer is affirma- This invention is clearly new and useful. Moreover, it 

tive, the program flows along Yes path 127 to Adjust was not obvious to those of ordinary skill in this art at 

Play Percentage Variables function block 128 which the time it was made, in view of the prior art considered 

performs the function its name expresses. For example, as a whole as required by law. 

if the machine is not paying off frequently enough, the 55 It will thus be seen that the objects set forth above, 
frequency of payoff is adjusted upwardly at function and those made apparent from the foregoing descrip- 
block 128. If no percentage adjustment is required, the tion, are efficiently attained and since certain changes 
program flows along No path 129, bypassing function may be made in the above construction without depart- 
block 128 as depicted. A remote report is then prepared ment from the scope of the invention, it is intended that 
at function block 130, and the program then flows to 60 all matters contained in the foregoing construction or 
function block 131 which directs the program flow shown in the accompanying drawings shall be inter- 
along path 133 to the beginning of program 60 (see FIG. preted as illustrative and not in a limiting sense. 

It is also understood that the following claims are 

As mentioned earlier, play sequence program 60 in- intended to cover all of the generic and specific features 

eludes the routine that simulates the tumbling of the 65 of the invention herein described, and all statements of 

apparent balls. There are two ways to provide the ran- the scope of the invention which, as a matter of lan- 

dom tumbling effect; such alternate ways are depicted guage, might be said to fall therebetween, 

in FIGS. 8 and 9. Now that the invention has been described, 
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What is claimed is: 

1. An electronic game apparatus, comprising: 

a video screen for displaying computer-generated 
images; 

a mechanical housing for said video screen; 5 

means for generating a simulated plurality of trans- 
parent housings on said video screen; 

means for generating a simulated plurality of num- 
bered balls within each of said simulated housings; 

means for simulating an apparently upwardly flowing 10 
airstream within each of said housings to provide 
an apparent means for mixing said balls and hence 
said numbers; 

means for maintaining an apparent number on each of 
the numbered balls in an orientation facing a player 15 
at all times; 

means for simulating a first ball-trapping means atop 
each simulated housing; 

means for simulating a second ball-trapping means in 
spaced apart relation to each of said first ball-trap- 20 
ping means; 

a random number generating means; 

means for displaying a simulated ball and its associ- 
ated number between each of said first and second 
ball-trapping means after the passage of a predeter- 25 
mined amount of time; 

said random number generating means controlling 
the means for displaying the simulated balls be- 
tween the first and second ball-trapping means; 

mechanical means connected to said mechanical 30 
housing for enabling a player to select a random 
series of numbers; 

means for matching numbers selected by said player 
with numbers generated by said random number 
generating means; and 35 

mechanical means for dispensing a predetermined 
amount of money to the player if the numbers se- 
lected by the player match the numbers generated 
by the random number generating means. 

2. The game apparatus of claim 1, further comprising 40 
a display means for displaying the numbers selected by 
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the player prior to the commencement of the simulated 
mixing of the balls. 

3. The game apparatus of claim 2, further comprising 
a display means for displaying the numbers selected by 
the random number generator. 

4. The game apparatus of claim 3, wherein said dis- 
play means for displaying numbers selected by the ran- 
dom number generator is the display of the simulated 
balls between the first and second simulated ball-trap- 
ping means. 

5. The game apparatus of claim 3, wherein said dis- 
play means for displaying numbers selected by the ran- 
dom number generator is a display independent of the 
display of the simulated balls between the first and sec- 
ond simulated ball-trapping means. 

6. The game apparatus of claim 1, further comprising 
a mechanical button means that enables a player to 
cause the random number generating means to select a 
random number representing the player's random num- 
ber. 

7. The game apparatus of claim 1, further comprising 
a mechanical button means that enables a player to 
commence the simulated mixing of the apparent balls 
after the player has selected a plurality of random num- 
bers. 

8. The game apparatus of claim 7, further comprising 
disabling means for disabling a player's ability to change 
the player's random numbers after said simulated mix- 
ing has commenced. 

9. The game apparatus of claim 1, further comprising 
sound-generating means to simulate the sound of an air 
compressor and balls tumbling in said respective hous- 
ings. 

10. The game apparatus of claim 9, wherein said 
sound-generating means generates the sounds of an air 
compressor starting up, running at normal operating 
speed, and shutting down, said sounds being generated 
to correspond to appropriate computer-generated video 
images appearing on said video screen. 
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